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RACES OF KAMIGAWA - HUMAN 


HuMAN 


The humans of Kamigawa are the most varied of all the 
plane's races, not tied to one specific colour of mana like 
the others, and present all over the material realm. 

The samurai of Towabara are honorable warriors 
associated with white mana. Known as protectors of 
humans and order, they stood as the first line of defense for 
many human towns and villages during the Kami War. 

When the school still stood, blue mana-associated 
intellectuals seeking great knowledge sudied at Minamo, 
the School at Water's Edge. While the school was 
destroyed during the Kami War, Kamigawa's scholarly 
humans still seek knowledge, and as such are still tied to 
blue mana. 

Ronin, bandits, thieves and outcasts associated with 
black mana dwell in the Takenuma swampland alongside 
the equally nefarious nezumi-bito, whereas their more 
chaotic red-aligned counterpart bandits and ronin live 
among the Sokenzan mountains, either as raiders or lone 
wanderers. 

Another human culture associated with red mana living 
among the Sokenzan mountains are shamans, who use 
cold-based magic to drive invasive kami back into the spirit 
world, and also to protect themselves from the ogres and 
akki that share their mountain home. 


The Budoka monks, associated with green mana, inhabit 
the Jukai forest. Their understanding of nature's cycles 
extends to a heightened wisdom towards understanding 
the necessary harmony between mortals and the spirit 
world. 


HUMAN TRAITS 


The humans of Kamigawa use the variant human traits 
presented in the Player’s Handbook. This allows them 
greater specialization from the very beginning of their 
careers, and emphasizes the diversity of the human race. 

Ability Score Increase. Two different ability scores of 
your choice increase by 1. 

Age. Humans reach adulthood in their late teens and live 
less than a century. 

Alignment. Humans tend toward no particular 
alignment. The best and the worst are found among them. 

Size. Humans vary widely in height and build, from 
barely 5 feet to well over 6 feet tall Regardless of your 
position in that range, your size is Medium. 

Speed. Your base walking speed is 30 feet. 

Skills. You gain proficiency in one skill of your choice. 

Feat. You gain one feat of your choice. 

Languages. You can speak, read, and write Common and 
one extra language of your choice. 


RACES OF KAMIGAWA - 


KITSUNE 


Renowned for both their wisdom and martial prowess, the 
kitsune are a race of fox-folk, attuned to the spirit world far 
more than Kamigawa's other races. They often find roles as 
samurai or advisors to Kamigawa's human nobles. 

Kitsune are associated with white mana, as can be seen 
in their focus on healing magic and honour in battle. 


GREAT DEEDS AND LESSONS 


The worth of a kitsune is often measured by their number 
of tails. At birth, a kitsune has a single tail, but throughout 
their lives, they can develop more, each of which appear 
when a kitsune learns great wisdom or does a great deed, 
an act of honour or bravery, when a kitsune puts their life in 
danger for the good of others. 


KITSUNE TRAITS 


Your Kitsune character has the following racial traits. 

Ability Score Increase. Your Strength score increases 
by 1 and your Wisdom score increases by 2. 

Age. Kitsune reach physical maturity at a similar rate to 
humans, but live much longer. They are still considered 
young at 100 years old, with an average lifespan of several 
centuries. 

Alignment. Kitsune lean towards lawful alignments, and 
more so towards good or neutral than evil. 





KITSUNE 


Size. Kitsune have similar builds to humans. Your size is 
medium. 

Speed Your base walking speed is 30 feet. 

Darkvision. Much like the foxes with which you share 
several traits, you can see in dim light within 60 feet as if it 
were bright light, and in darkness as if it were dim light. 
You can't discern colour in darkness, only shades of grey. 

Keen Senses. You have proficiency in the Perception 
skill 

Multiple Tails. You start with one tail at 1st level, and 
develop another tail each time you do a great or heroic 
deed. You can develop up to a maximum of 9 tails, including 
your original tail, and can only gain one tail every 2 levels. 
The deed or epiphany that accomplishes this should be 
decided by the DM, and may include putting yourself in 
danger to save others or stop evil forces. You gain a benefit 
each time you develop a new tail. When you grow your 2nd, 
Ath, 6th or 8th tail, you raise your Wisdom score by one. 
When you grow your 3rd tail, you learn to speak, write and 
read Celestial When you grow your 5th tail, you learn 
detect evil and good, which you can cast once per long rest. 
When you grow your 7th tail, you learn legend lore which 
you can cast once per long rest. When you grow your 9th 
tail, you can learn foresight, which you can cast once per 
long rest. Wisdom is your spellcasting modifier for these. 

Languages. You can speak, read, and write Common and 
Kitsune. The kitsune language is more quiet and subtle 
than common, but more easily conveys complex ideas 
about the divine and their nature. 
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RACES OF KAMIGAWA - SORATAMI 


SORATAMI 


Also known as the moonfolk, the soratami of Kamigawa 
are a people that of secretive scholars that normally avoid 
interaction with those who live on the surface below, 
venturing out of their cloudtop palaces for research. 

Soratami are associated with blue mana, which can be 
seen clearly in their focus on bettering themselves through 
study. 


RESEARCH WITHOUT INTERVENTION 


Unless at risk themselves, it can take a lot to move 
soratami to action. When studying something, the soratami 
make sure that they refrain from interfering, even if doing 
so would cost the lives of innocents, as it would skew the 
research they are collecting, potentially making their entire 
study unusable. 

When soratami are moved to action, it is due to their 
understanding of the presence of a greater threat. No 
better an example exists of this than Tamiyo, the Moon 
Sage, whose actions on Innistrad assisted in sealing 
Emrakul, an Eldrazi titan capable of threatening the entire 
multiverse, in the plane's silver moon. 


SORATAMI TRAITS 


Your soratami character has the following racial traits. 
Ability Score Increase. Your Intelligence score 

increases by 1 and your Wisdom score increases by 1. 
Age. Soratami mature at a similar rate to humans, but 

have much longer lifespans, up to as long as 200 years. 


Alignment. Soratami mostly keep towards the lawful 
side of neutral alignments, as demonstrated by their 
deliberate detachment in affairs of others unless it would 
jeopardize them or their research. This impartiality may 
may even occasionally extend to a more lawful evil 
indifference, certainly some moonfolk would appear that 
way to the eyes of an outsider. 

Size. Soratami tend to be a similar height to humans, 
but with a greater range, from little over 4 feet, to 6 feet tall. 
Your size is medium. 

Speed. Your base walking speed is 30 feet. 

Cloudwalk. At 3rd level, as a bonus action you can start 
to levitate for up to one hour. While levitating, you have a 
flying speed of 20 feet. When the hour ends, the you float 
gently to the ground if you are still aloft. You regain the 
ability to cloudwalk when you finish a long rest. 

Darkvision. As part of a people who research both 
during the day, and during the night, to study the moon and 
stars, you can see in dim light within 60 feet as if it were 
bright light, and in darkness as if it were dim light. You 
can't discern colour in darkness, only shades of grey. 

Keen Hearing. You have advantage on Wisdom 
(Perception) checks that rely on hearing. 

Studious. You have a knack for finding hidden 
information. You have proficiency with the Investigation 
skill, and one more skill of your choice from Arcana, 
History, or Religion. 

Languages. You can speak, read and write Common and 
Soratami. The language of the soratami is known for its 
abundance of technical terms used in the soratami writings 
on understanding the magic forces that they study. 





RACES OF KAMIGAWA - NEZUMI 


NEZUMI 


The nezumi-bito, or ratfolk, are a race of white-furred rat- 
like humanoids that dwell in Kamigawa's Takenuma 
swampland, as well as in small groups around the cities of 
other races. Physically, the nezumi are fragile compared to 
most other races, but they make up for this in cunning and 
swiftness. 


CUNNING MERCENARIES 


The nezumi often find lives for themselves as thieves, ninja, 
or samurai, working for the highest bidder willing to put up 
with their underhanded tactics. Nezumi are known for their 
physical weakness, but their agility makes a nezumi 
mercenary prized for tasks focused on stealth, infiltration, 
or assassination. 

Those going into combat against nezumi are often 
completely unaware of it. 


NEZUMI TRAITS 


Your nezumi character has the following racial traits. 

Ability Score Increase. Your Dexterity score increases 
by 2 and your Wisdom score increases by 1. Your 
Constitution score decreases by 1. 


Age. Nezumi have a shorter lifespan than humans on 
average, usually living up to around 60 years. 

Alignment. As a people of thieves, soldiers of fortune 
and assassins, most nezumi are neutral or evil. 

Size. With their hunched posture, nezumi generally 
stand between 4 and 5 feet tall, and weigh between 90 and 
120 pounds. Your size is medium. 

Speed. Your base walking speed is 30 feet. 

Darkvision. Dwelling in twilit swamps and acting under 
the shadow of darkness, you can see in dim light within 60 
feet as if it were bright light, and in darkness as if it were 
dim light. You can’t discern colour in darkness, only shades 
of grey. 

Nezumi Cunning. Knowing you have the best chance of 
victory against an unaware target, you have trained to be 
better at killing your enemies before they are aware of you. 
You have advantage on attacks against enemies that are 
surprised. 

Nimble. Your lightweight body and innate dexterity grant 
you advantage on Dexterity saving throws. You have 
proficiency in Acrobatics and Stealth. 

Languages. You can speak, read and write Common and 
Nezumi, a whispered language that crosses over with 
thieves' codes of Kamigawa. 
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RACES OF KAMIGAWA - AKKI 


AKKI 


Kamigawa's goblins, the akki are a race of mischievous 
pyromaniacs that give the plane's travellers a reason to 
avoid the mountains. 

Akki are associated with red mana. As a people, they 
have a universal chaotic demeanor, demonstrated by their 
joy in wreaking havoc by way of pranking, which is coupled 
with their delight in fire. 


MOUNTAIN PYROMANIACS 


The akki are native to Kamigawa's Sokenzan mountain 
range, and are considered by many to be a reason to avoid 
that area where possible, along with the ogres and human 
bandits that also inhabit these peaks. While these other 
groups will attack travellers for more specific goals, the 
akki find glee in the chaos of their interactions with 
travellers, which range from relatively harmless pranks to 
much deadlier ones. 

Over time, the destructive mischief of the akki has 
resulted in the species developing armored turtle-like shells 
over their backs, coupled with a natural resilience to fire. 





AKKI TRAITS 


Your akki character has the following racial traits. 

Ability Score Increase. Your Dexterity score increases 
by 2 and your Constitution score increases by 1. 

Age. Akki live short lives, usually up to around 30 years. 

Alignment. Given the akki's revelry in the chaos of their 
mischief, it should be no surprise that they lean strongly 
towards chaotic alignments, without any tendencies 
towards good or evil. 

Size. Akki average around three feet in height, and are 
deceptively light considering their shells, usually weighing 
between 40-50 pounds. Your size is small. 

Speed. Your base walking speed is 25 feet. 

Akki Resilience. You have resistance to fire damage. In 
addition, when not wearing armour, you have a base AC of 
12 + your dexterity modifier. 

Darkvision. Dwelling in mountain caves and active both 
during the day and the night, you can see in dim light 
within 60 feet as if it were bright light, and in darkness as if 
it were dim light. 

Pyromania. When you deal fire damage, you may add 
your proficiency bonus to the damage dealt. 

Languages. You can speak, read and write Common and 
goblin. 





RACES OF KAMIGAWA - 


OROCHI 


The orochi-bito are a race of multi-armed snake-folk that 
dwell in colonies in the Jukai forest. 

Attuned with the natural magic of Kamigawa's seasons, 
the orochi are associated with green mana. 


REVERENCE OF THE LAND 


The orochi are divided into three tribes: the Kashi, 
comprised of the orochi warriors, Matsu, the scouts and 
rangers, and Sakura, the shamanic spellcasters. 

The magic used by the orochi is drawn from the kami of 
the land, giving them a particular affinity to natural magic, 


focusing on different energies that align with each season. 


OROCHI TRAITS 


Your orochi character has the following racial traits. 

Ability Score Increase. Your Dexterity score increases 
by 1. 

Age. Orochi live similar life-spans to humans, though 
they mature slightly faster, reaching adulthood in their 
early teens. 

Alignment. Their attunement to Kamigawa's natural 
cycles results in the orochi being generally neutral, with no 
strong leaning towards either lawful or chaotic. 








OROCHI 


Size. Tall and lanky, the orochi are on average slightly 
taller than humans, around 6 feet, and weigh slightly less 
than humans. Your size is medium. 

Speed. Your base walking speed is 30 feet. If you are not 
holding anything in two or more of your arms, you have a 
climbing speed of 30 feet. 

Darkvision. Your serpentine traits include the ability to 
see in lower light levels. You can see in dim light within 60 
feet as if it were bright light, and in darkness as if it were 
dim light. 

Four Arms. Due to your four arms, you can hold up to 
four hand-held items at once. 

You may wield four one-handed weapons, or two two- 
handed weapons, such as two bows or two greatswords. 
These attacks follow the normal rules for a weapon used in 
a character's off-hand, with the exception that if you make 
an off-hand attack with a two handed weapon in the same 
turn as making an attack with another two-handed weapon, 
you suffer disadvantage on the attack. 

You may have the AC bonus from up to two shields at 
once, however wielding two shields gives you disadvantage 
on all attacks you make while doing so. 

Languages. You can speak, read and write Common and 
Orochi. The orochi language is one that contains many 
specific terms for natural things and events, like different 
kinds of leaves or certain times during the seasons. 
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